Mad Mage’s Mansion 
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Who could know what is hidden within the secluded mansion of the crazed mage? 
Well, now, when nobody has seen him here for more than a year, it’s the best time to find out! 


A 4-hour adventure for two 1st-2nd level characters 


by Vladimir Arabadzhi 
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PLAYING SMALL 


Though the party size of 3-5 characters is considered op- 
timal in D&D, there are times when you can only gather 
one or two players at most. This adventure is designed 
exactly for such occasions. 

If you have only one player at your disposal, create 
and take charge of the second character by yourself, or, 
optionally, allow your player to control both characters 
simultaneously. 


DM’S CHARACTER PLAYSTYLE 


If you chose to play the second character yourself, create 
him asa player character's sidekick or henchman leaving 
most of social interactions and exploration stuff to your 
player. After all you really don’t want to talk for both 
sides when interacting with NPCs, or detect all the traps 
that you've placed yourself in the first place. 


CLASSES 


Though exploration and social interaction will present 
their challenges, the biggest danger to the lives of our 
brave adventurers comes through combat encounters. 
Therefore a wise choice of characters’ classes is paramount. 

Of course, you can’t predict all the combinations and 
special cases, but the table below provides a rough un- 
derstanding of the roles that the certain classes do better. 

For example, if your player created the Rogue charac- 
ter, you could create the Cleric character to provide pro- 
tection, magic support, and healing. 

Remember that this is not a mandatory condition but 
it can ease your life and save lives of your characters. 


ROLES IN COMBAT ON FIRST LEVELS 


Class Tank Striker Ranged! Caster Healer 
Barbarian + eae 

Bard oP SP sea ae 
Cleric ame ae ai HE RE 
Druid ap ar FRIR ae 
Fighter ++ + +45 

Monk RAS 

Paladin EE WE ae ciate 
Ranger + ++ TAA 4° SE 
Rogue TE tata 

Sorcerer TE irr 

Warlock E state 

Wizard wE +F 


Including cantrips. 
2With heavy armor. 
3Dexterity build. 


PLAN B 


Despite all your precautions, you might accidentally (or 
not so much) kill your party. And it is not that difficult, 
provided that at first levels all characters are extremely 
squishy. In that case you have several options. 


“IN THE HEAT OF THE BATTLE...” 


If our heroes died in a battle that included friendly NPCs 
on their side, make it that after the end of the combat, the 
winning side took player’s characters for dead by mis- 
take and left them on the battlefield. After 1d4 hours PCs 
wake up with one hit point but are still alive. 


“TAKE THEM ALIVE!” 


Characters are not dead but captured by the enemy. This 
approach requires some planning of escape options for 
our heroes. 


“YOU SEEM TRUSTWORTHY...” 


Make a pool of backup characters beforehand. When 
one of your current characters dies, replace him from this 
pool, providing explanation of his sudden appearance. 


“I THOUGHT YOU WERE DEAD!” 


If one of your heroes fell into the bottomless cavern to 
his inevitable demise (or in the case of any other death 
that didn’t let his partner to get to the body), you could 
later introduce the same character saved by any means 
that seem logical to the given situation. 


a b 


HEALING SURGES 


You also could use this optional rule from DMG (p.266- 
267) to allow characters to spend their Hit Dice in com- 
bat which provides additional healing. 


As an action, a character can use a healing surge and 
spend up to half his or her Hit Dice. For each Hit Die 
spent in this way, the player rolls the die and adds the 
character's Constitution modifier. The character regains 
hit points equal to the total. The player can decide to 
spend an additional Hit Die after each roll. 

A character who uses a healing surge can't do so 
again until he or she finishes a short or long rest. 

Under this optional rule a character regains all spent 
Hit Dice at the end of a long rest. With a short rest, 
a character regains Hit Dice equal to his or her level 
divided by four (minimum of one die). 

For a more superheroic feel, you can let a character 
use a healing surge as a bonus action, rather than as an 
action. 


PLAYING SMALL 
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INTRODUCTION 


OVERVIEW 


ADVENTURE HOOKS 


It is said that Gerardus, once known as a promising and 
influential wizard, in his old years has gone somewhat 
crazy even by wizard standards. In his paranoia he re- 
treated to a sequestered mansion to proceed with his re- 
searches undisturbed, maintaining his only contact with 
the academy through the scarce letters. Although a year 
has already passed since his last letter, and that is un- 
usual even for him. 

Nobody knows what happened to him, but what is 
known that his mansion has to be filled to the brim with 
expensive magical items and, if the wizard is really gone, 
it is only a question of time before they will be stolen by 
some daring and brusque adventurists. 

The only thing that is known about Gerardus’ hideout 
is that it’s located in close proximity to Parville, a small 
hamlet nearly as secluded as the mansion itself. 


WHAT ONLY DM Knows 


Driven by his paranoia, Gerardus filled his mansion with 
a bunch of traps and secrets which only he knew about. 

About a year ago, while experimenting with the new 
ritual, he accidentally opened a portal to the lower planes 
and was captured by the demons. 

Now his abandoned mansion fell into desolation, and 
magical emanations from it influenced local nature in 
weird and unnatural ways. 


a > 
LEVELING UP 
The characters start this adventure on 1st level. Success- 
fully finishing first two parts and arriving to the mansion 
advances them to 2nd level. Then calculate XP points as 
usual. Completing the adventure should provide enough 
XP to advance the characters to 3rd level. 


INTRODUCTION 


You can let players come with their own ways they heard 
about Gerardus’ disappearance, or you can use the fol- 
lowing adventure hooks. In either case you should use 
one of the tasks listed below to give the characters a solid 
goal to achieve. 


CRIMINAL CONTACT 


If one of the characters has a contact from the criminal 
underground, thieves’ guild will give him a task to get 
specific magic item from the Gerardus’ mansion — the 
chime of opening (see Appendix A: Magic Items). It looks 
like a hollow metal tube about 1 foot long and weights 1 
pound. The characters are instructed not to use it to pre- 
serve remaining charges. The party will be paid 150 gp 
per each charge left in the item when the characters bring 
it back. 


RELIGIOUS ORDER 


If one of the characters has a contact from some religious 
organization, one of the clerics will give him a task to 
find some evidence of the necromantic or demonic ex- 
periments that the order suspects Gerardus in. The party 
will be paid 1200 gp when the characters bring back a 
solid proof of such allegations. 


WIZARDS’ ACADEMY 


If one of the characters has a contact from the wizards’ 
academy, one of the wizards will give him a task to ac- 
quire Gerardus’ working journals with priceless scientific 
records. The party will be paid 200 gp per each journal 
the characters will find. 
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PART 1: PARVILLE 


ARRIVAL 


Parville is a small secluded hamlet where the chosen ad- 
venture hook leads the characters in the search of the 
mansion. Human population consists of approximately 
60 peasants engaged in agriculture. 


When the characters first arrive at Parville, read: 


As the last beams of sunlight paint the sky in red, the 
road brings you through the cultivated fields to the small 
hamlet of Parville. 

Dozen of wooden and adobe buildings surround the 
single square. Aside from the living houses you see a 
two-story inn with a stable beside, a trading post and a 
blacksmith shop on the far side of the hamlet. 

At this late hour you don't see any people outside, 
but through the open doors of the inn you can hear 
voices and a clatter of dishes. 


Because of the late hour, adventurers can’t visit any 
other places except The Green Crow Inn. Other loca- 
tions will be available in the morning. 


THE GREEN CROW INN 


The local inn is a typical two-story building with a com- 
mon room and a kitchen on the first floor, and guest 
rooms on the second floor. 


When the characters approach the inn, read: 


As you approach the inn you see its sign hanging above 
the main door, a bird's silhouette painted in a faded and 
flaky green paint, and the engraved words beneath, "The 
Green Crow Inn". 

Through the open door you see people inside, sitting 
around small tables, a hostess occasionally passing amid 
them, bearing plates with food and tankards of ale. 


Adventurers could leave their mounts at the stable 
beside the inn. When they enter the common room for 
the first time, read: 


When you enter the inn, you are immediately approached 
by the innkeeper, a middle-aged man with an impres- 
sive foot-long beard, greeting you heartily, "Welcome to 
Parville, honorable travelers! Please, proceed to the free 
table." 


PRICES AT THE INN 


Item Cost 
Ale 

Gallon 3 sp 

Mug 5 cp 
Bread, loaf 2cp 
Cheese, hunk 1sp 
Inn stay (per day) 5 sp 
Meat, chunk 3 sp 
Stew, bowl 2sp 
Wine, common (pitcher) 4 sp 


After the characters have placed their orders and sat 
at the table, read: 


Examining the surrounding crowd you see that most of 
them are local folk, seated at the neighboring tables. At 
the far corner of the room you see three rough looking 
men dressed in leather. The innkeeper returned to his 
place behind the bar counter. At this time the hostess 
emerges from the kitchen, bearing your meals. 


At this time, or after finishing their food, the charac- 
ters may engage in a conversation with other people to 
get some necessary information. 


HOSTESS 


Innkeeper’s wife Martha is a human about 40 years old, 
of short height and with a bun of red hair. 

She would not talk to the characters about the man- 
sion, referring to her busy schedule. Instead she will 
point them to her husband for any questions they have. 


PART 1: PARVILLE 
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INNKEEPER 


Innkeeper Johan is a human about 45 years old, with a 
bulky body and an impressive looking foot-long beard. 
When asked about the mansion, the innkeeper will 
tell that it is located to the north of Parville and that ad- 
venturers must pass through the dense forest to get there. 


LOCAL FARMERS 


Around a group of tables pushed together sits a group 
of Parville’s inhabitants. They glance over adventurers 
from time to time, intrigued by such a rare sight for this 
place. 

When approached, local people, hungry for stories 
and gossip, will be interested in adventurers and why 
they came to Parville. 

Getting information about the mansion requires a 
Charisma check with a +5 bonus if the characters treated 
farmers with a gallon of ale beforehand. 


Roll Result 

=o) Farmers don’t trust adventurers and say that they 
don't know anything about the mansion. 

10-14 Farmers say that the only way to the mansion is 
through the forest to the north of Parville. 

15-19 Farmers say that there should be an old path 
through the forest to the north of Parville that 
will lead to the mansion. 

20+ One of the farmers volunteers to show the old 
path through the forest to the north of Parville 
next morning. 


Beside the listed above information, on a roll of 15 or 
higher, farmers say that nobody has seen the wizard for 
about a year or even more. Before that he visited Parville 
rarely to buy food and other supplies from the local trad- 
ing post. 


TRAVELERS 


Three rough looking men in leather armor are seating 
around the table at the far corner of the room. They 
are clearly not local and if asked would tell that they are 
hunters passing by. Their names are Rudolf, Oswald, and 
Berthold. 

When told that the characters are looking for the man- 
sion, Rudolf will say that he knows a short path through 
the forest and will guide adventurers to the mansion next 
morning for the modest price of 10 gp. 

a > 
TRAVELERS’ TRUE IDENTITY 
These three men are actually bandits disguised as 
hunters. Taking the characters for easy catch they lie 
about knowing the path to the mansion and just want 
to lure them into the forest for robbery. 


PART 1: PARVILLE 


SQUARE 


When the characters leave the inn next morning, read: 


As the sun rises you could observe more than a half of 
the tiny hamlet from the doors of the inn. Across the 
square you see the owner of the trading post opening 
it for the day. Somewhere behind the inn you hear a 
clinking of a blacksmith's hammer. Most of the farmers 
have already gone to work, but several still could be seen 
passing by. 


BLACKSMITH SHOP 


Local blacksmith Carl is a burly young man with a thick 
beard and a bush of unkempt black hair. He doesn’t 
know anything about the Gerardus or his mansion. 

He could sell any metal Simple Melee Weapons 
which are listed in Weapons table (PH p.149). 


FARMERS 


The characters might want to get some information about 
the mansion from the passing farmers. In that case they 
should make a Charisma check by the table from the Lo- 
cal Farmers section, but without any additional bonuses. 


TRADING POST 


At the local trading post adventurers could buy any 
equipment which is listed in Adventuring Gear table 
(PH p.150) and costs 10 gp or less, excluding spellcast- 
ing focuses. Price will be double of what is indicated in 
the table. 

Post's owner Simon is an old wiry human about 6 feet 
tall with a short cut gray hair. He knows where mansion 
is located as he used to deliver some orders himself there 
before. He would refuse to show the path though, re- 
ferring to his old age and that he can’t leave the trading 
post for such a long time. If the characters would insist 
further, then with a successful DC 20 Charisma (Persua- 
sion) check the characters will receive a key to the side 
entrance that Simon used to deliver packages. 


PROGRESSION 


As the characters finish their investigations and decide 
to venture forth to the forest, either accompanied with 
somebody or alone, proceed to the Part 2: Path to the 
Mansion. 
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PART 2: PATH TO THE MANSION 


FINDING THE PATH 


You leave Parville behind and cross through a couple of 
fields before you arrive to the edge of the forest. To the 
right hand of you the ground descends to the forested 
lowland. To the left hand the dense forest covers a hilly 
terrain. 


If one of the farmers volunteered to show the path, 
see the section With a Farmer's Help. 

If the characters accepted the hunter’s offer, see the 
section With a Hunter's Help. 

Otherwise proceed to the Without Any Help section. 


WITH A FARMER'S HELP 


The farmer leads you northwest to the start of the path 
well-hidden in a tall grass between the trees. It is ev- 
idently are not used that often and it would be pretty 
difficult to even stay on the path, not just to find it 
without the farmer's help. 

At this point the farmer says you his farewell, as he 
is clearly afraid to go deeper in the forest. 


Adventurers can’t persuade the farmer to accompany 
them and he only knows where the path starts anyway. 
Proceed to the Path Through the Hills section. 


WITH A HUNTER’S HELP 


Rudolf leads you northeast where a shallow creek enters 
the forest. 

After about half an hour you hear wigs cracking be- 
hind you. As you turn around, Rudolf's companions 
Oswald and Berthold step from the shrubs with their 
scimitars drawn out. “Well, it seems your path ends 
here," says Rudolf, “Leave all your shiny stuff on the 
ground and we'll let you get out of here with your skin 
unscathed.” 


In the unlikely chance of the characters’ decision to 
comply, they must leave all the money, weapons and 
other expensive items they have and then choose to go 
deeper into the forest (proceed to the Path Through the 
Swamp section) or go back to Parville. In either case, 
three bandits will disappear from Parville area and ad- 
venturers will never find them here again. 


If the characters chose to fight, see Appendix B: En- 
counter 1. Bandits will fight until the characters kill two 
of them, then the last one will attempt to flee. 

If any of the bandits is captured alive, they will admit 
that they don’t know the path to the mansion. Adventur- 
ers could choose to proceed further (see Path Through 
the Swamp section) or go back (see Without Any Help 
section). 


WITHOUT ANY HELP 


The characters could find the path with a successful 
DC 17 Wisdom (Survival) check (with a disadvantage at 
nighttime). In that case, read: 


You find some path trailing amid the hills to the north- 
west of Parville. It is well-hidden in a tall grass between 
a trees. It is clearly not used that often and it would be 
pretty difficult to stay on the path all the way through 
the forest. 


If the characters fail, they must choose to go with- 
out the path either through the hills to the northwest 
(proceed to the Path Through the Hills section) or 
through the lowlands to the northeast (proceed to the 
Path Through the Swamp section). 


PATH THROUGH THE HILLS 


As you go deeper into the woods, the forest becomes 
denser around you. A thick cover of leaves above your 
heads casts strange shadows below. You hear trees 
rustling around you. 


To stay on the path (only if they found it in the first 
place) the characters must make a DC 15 Wisdom (Sur- 
vival) check (with a disadvantage, at nighttime). Don’t 
tell players their result, but if they succeed, they will 
have a +5 bonus on the following encounter roll. 


Roll a d20. If the characters travel at night, apply -5 
penalty. 


d20 Result 
1-8 Proceed to the Twig Blights section. 
9-25 Proceed to the Black Bear section. 


PART 2: PATH TO THE MANSION 
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BLACK BEAR 


Suddenly you see a black bear appearing from the shrubs 
in front of you. He is clearly not in a good mood and 
roars, ready to attack you. 


See Appendix B: Encounter 2. 


TWIG BLIGHTS 


Three twig blights are hiding in the woods disguised as 
dead shrubs. Noticing them requires a successful DC 13 
Wisdom (Perception) check. If the characters travel at 
night, they must make this roll with a disadvantage. On 
a successful roll the characters may decide to chose a dif- 
ferent path around the blights. Then they must make a 
successful DC 9 Dexterity (Stealth) check. On a success- 
ful roll proceed to the Arriving to the Mansion section. 
Otherwise the blights will attack. 

If the characters didn’t notice the blights with their 
Wisdom (Perception) check, they are surprised. 


You see a couple of dead shrubs in front of you. Sud- 
denly they begin to move towards you, twisting their 
branches together to form a humanoid-like figures. 


See Appendix B: Encounter 3. 


PATH THROUGH THE SWAMP 


As you go deeper into the woods the ground under 
your feet becomes wetter with each step. Soon you 
march through the shallow swamp trying to choose drier 
patches as you go further, listening to frogs croaking 
around you. 


Roll a d20. If the characters travel at night, apply -5 
penalty. 


d20 Result 
1-8 Proceed to the Stirges section. 
9-20 Proceed to the Crocodile section. 
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CROCODILE 


A crocodile is hiding in the swamp waiting for the prey to 
come closer. Noticing it requires a successful DC 12 Wis- 
dom (Perception) check. If the characters travel at night, 
they must make this roll with a disadvantage. On a suc- 
cessful roll the characters may decide to chose a different 
path around the crocodile. Then they must make a suc- 
cessful DC 10 Dexterity (Stealth) check. On a successful 
roll proceed to the Arriving to the Mansion section. Oth- 
erwise the crocodile will attack. 

If the characters didn’t notice the crocodile with their 
Wisdom (Perception) check, they are surprised. 


Suddenly a big crocodile emerges from muddy water and 
rushes to you. 


See Appendix B: Encounter 4. 


STIRGES 


As you go further through the swamp you hear flapping 
of the little wings around you. A moment later you see 
three horrid creatures looking like a cross between a large 
bat and an oversized mosquito. Without any delay they 
rush towards you. 


See Appendix B: Encounter 5. 


ARRIVING TO THE MANSION 


After about six hours of travel, the forest suddenly comes 
into the clearing and you can see a tall stone wall that 
surrounds the mansion in front of you. 


At this moment the characters gain 2nd level and may 
take a long rest or proceed further if they desire so. 
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PART 3: OUTSIDE THE MANSION 


You can find a map for this part in the Appendix C: 
Outside the Mansion. 
The party arrive to the South Wall. 


DOORS 


All doors leading to the mansion are protected by the 
alarm spell, triggered when opening the door, producing 
the loud sound of a hand bell for 10 seconds. 


HEDGEROWS 


Areas behind the wall are divided by hedgerows about 
15 feet tall consisting of pine trees and thorny shrubs. 

If a character desires to cut through it, 10 square feet 
of hedge has AC 11, 10 hit points, and immunity to blud- 
geoning, piercing, and psychic damage. If a character 
stays within 5 ft. from the hedge while attacking it, he 
must succeed on a DC 10 Dexterity saving throw or take 
3 (1d6) slashing damage from the thorns. This saving 
throw must be repeated after each such attack. 

Hedgerows are pretty wet and wouldn't be caught on 
fire aside from the area where fire is applied. 


THE MANSION 


The mansion is made of sturdy magically enhanced rocks 
so it can’t be broken or burnt down. 
a _ 


DETECT MAGIC 

If a character casts the detect magic spell near the man- 
sion, it would become apparent that all the area em- 
anates a solid abjuration aura. 


PICKING LOCKS 


Any lock that could be opened with a Dexterity (Thieves’ 
Tools) check would be described as such. If a character 
has once already picked it successfully, he or she would 
have an advantage on the following checks on that spe- 
cific lock. 


WINDOWS 


Each window in the mansion is draped from the inside 
and magically enhanced so it can’t be broken. 


1. SOUTH WALL 


The strong stone wall in front of you is 20 feet tall and 
almost 700 feet wide. There's a solid metal gate in the 
central part. 


The central gate doesn’t have any keyhole. It could be 
opened from the inside by lifting a bar that weighs about 
5 pounds. The gate is too strong to force it open with a 
Strength check. 

The characters might come with a couple of creative 
ways to open the gate, and most of them will be magic 
related. For example, a magic user could send his mage 
hand or unseen servant to the other side to lift the bar (if a 
character correctly assumes that the gate is barred). 

A character could try to throw a grappling hook over 
the wall with a successful DC 17 Dexterity check. 


2. WEST WALL 


Behind the west corner you see a smaller gate in the 
wall. Further away, where the forest comes closer to the 
wall, one tree that presumably was struck by lightning, 
fell in a such way that its top end got stuck on the wall’s 
edge. The wall continues further through impenetrable 
thickets. 


SIDE GATE 


If adventurers received the key from the owner of the 
trading post, they could just open the gate and go inside. 
Otherwise they could try to pick a lock with a successful 
DC 17 Dexterity (Thieves’ Tools) check. The gate is too 
strong to force it open with a Strength check though. On 
a success, read: 


You open the gate and enter a neglected yard. To both 
sides you see thick hedgerows about 20 feet tall, leaving 
you a path about 20 feet wide. 

30 feet further you see a path leading to the right. 
Even further, 140 feet away you see another intersection. 


From the other side the gate still requires a key or a 
successful DC 17 Dexterity (Thieves’ Tools) check to be 
opened or closed. 


FALLEN TREE 


Each character could climb the fallen tree with a success- 
ful DC 10 Strength (Athletics) check. On a failed check 


3: OUTSIDE THE MANSION 
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a character falls and takes 3 (1d6) bludgeoning damage 
from the fall, landing prone on a thick carpet of grass 
under the tree. On a successful check proceed to the 7. 
Chicken Coop (Through the Top) section. 


CLIFF SIDE 


The wall continues further where it ends going slightly 
past the cliff side and is designed in a way that prevents 
unwanted trespassers to climb to the other side. 


3. EAST WALL 


Behind the east corner you see that the wall continues 
about 400 feet further, and then abruptly ends, broken 
by a rift that looks pretty fresh and probably was caused 
by a recent landslide. Rift is 15-20 feet deep and you 
see bricks broken off the wall scattered at the bottom. 


N 1 square = 10 feet 


PART 3: OUTSIDE THE MANSION 


Each character could climb the rift’s slope with a suc- 
cessful DC 10 Strength (Athletics) check. On a failed 
check a character falls and takes 3 (1d6) bludgeoning 
damage from the fall, landing prone at the bottom of the 
rift. On a successful check proceed to the 6. Garden sec- 
tion. 


4. TOOL SHED 


To the side of you, wedged between two hedgerows, 
stands a long tool shed full of gardening equipment. 
Doors on both of its ends are opened so you can see 
right through it. The shed is 70 feet long, 30 feet wide, 
and 10 feet high. 


There is a couple of hoes, rakes, shovels, an axe, gar- 
dening scissors, a scythe, a sow, and one 15 feet high gar- 
den ladder inside the shed. 
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5. FOUNTAIN 


Right at the center of the big open area, a 60 feet wide 
round pond is located. A marble statue of a dolphin, 
with blue-green gems for its eyes, sits at the center of 
the pond. Four marble statues of merfolk are placed at 
the pond's rim. The pond is filled with murky water. 


If checked, the pool is 3 feet deep. 

A swarm of quippers, carnivorous fish with sharp 
teeth, lives in the pond. The characters could notice them 
with a successful DC 12 Wisdom (Perception) check. A 
character could then identify what kind of fish it is with a 
successful DC 15 Intelligence (Nature) check. Any char- 
acter that steps into the pond will be attacked by them. 
See Appendix B: Encounter 6. If the party didn’t notice 
quippers previously, the characters will be surprised. 

Quippers could be distracted for 1d4 - 2 minutes 
(minimum of 30 seconds) by dropping any meat into the 
pond before stepping into it. If the pond is drained, quip- 
pers will die after about a minute. 

The statue at the center of the pond has two 50 gp 
worth transparent pale blue-green zircons for eyes, that 
could be pried off with some suitable tool or a dagger, 
and a successful DC 12 Dexterity check. On a failed check 
a gem would fall out of a character’s hand and into the 
pond. In that case it could be found only by draining the 
pond. 

The northeast merfolk statue has two small levers dis- 
guised as fins, that could be detected with a successful 
DC 12 Intelligence (Investigation) check. The levers con- 
trol the water flow. The first one enables the fountain 
hidden in the central statue. The second one drains the 
pond, which takes about half an hour. The enabled foun- 
tain will fill the empty pond in about two hours if the 
drainage lever is disabled. 


AWARDING EXPERIENCE POINTS 


Divide 200 XP equally among the characters if the party 
defeats the swarm of quippers, or figures out how to get 
through the pond without fighting them. 


FRONT ENTRANCE 


A couple of steps lead you to the porch and the front 
door. 

You can't see anything special about the front door 
from afar, but stepping closer you see that is not wooden, 
as you thought at first, but metal painted to resemble 
wood. 


The front door lock could be picked with a success- 
ful DC 20 Dexterity (Thieves’ Tools) check or forced open 
with a successful DC 20 Strength check. 


6. GARDEN 


Once beautiful but now unkempt garden lies before you. 
Angled hedgerows open to a series of small squares with 
trees amid them. 


Wild magic surges affected this area and some plants 
become animated. There are 6 awakened shrubs in the 
area 6.5 and 1d6 more in the area 6.(1d4). 

The awakened shrubs will attack any creature passing 
by. See Appendix B: Encounter 7. 


AWARDING EXPERIENCE POINTS 


Divide 10 XP equally among the characters for each 
awakened shrub the party defeats. 
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7. CHICKEN COOP 


COCKATRICE 


One cockatrice is sleeping inside the coop. When dis- 
turbed by loud noises or someone entering the coop, it 
will wake up and attack immediately. See Appendix B: 
Encounter 8. 


THROUGH THE DOOR 


Through the gate in a 3 foot high fence you see a 40 by 
40 feet wide and 10 feet high chicken coop. 


THROUGH THE TOP 


If a character climbed the fallen tree, he or she would be 
right above the coop, read: 


You see a separated part of the garden beneath, with 
a 40 by 40 feet wide and 10 feet high chicken coop in 
the middle of it. You think that jumping down from this 
height would be pretty dangerous. 
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If a character decides to just jump on the ground, he 
or she would take 6 (2d6) bludgeoning damage from the 
fall, landing prone. 

A character could attempt to soften the fall landing on 
the hedgerows which would deal 3 (1d6) slashing dam- 
age from the thorns. 

In the case when a character would jump on the roof 
of the coop, there will be no damage from the falling, but 
the roof would collapse immediately. Roll a d6. On a roll 
of 6 the cockatrice sleeping inside would be positioned 
just under the falling character and would receive 6 (2d6) 
bludgeoning damage. In any case the cockatrice would 
be surprised at the start of the combat. 


AWARDING EXPERIENCE POINTS 


Divide 100 XP equally among the characters if the party 
defeats the cockatrice or, in the case of Through the Top 
entrance, sneaks past it undetected. 


8. VEGETABLE PLOT 


The path makes a big hook running past a 100 by 70 
feet wide vegetable plot, strewn with weeds. There is an 
old scarecrow in the middle of the plot. 


The scarecrow (marked “X” on the map) is animated 
by Gerardus and will attack anyone who will step onto 
the plot. See Appendix B: Encounter 9. It will chase in- 
truders in the radius of 60 feet from the “X” and then will 
return back. 

After the victory the party could inspect the vegetable 
plot. If any of the characters has a proficiency in Herbal- 
ism kit, he or she would find a bunch of useful herbs 
amid weeds. These herbs could be used to craft 1d4+2 po- 
tions of healing by the standard Crafting rules (PH p.187) 
but without any crafting cost. 


AWARDING EXPERIENCE POINTS 


Divide 200 XP equally among the characters if the party 
defeats the scarecrow, or figures out any other way to 
plunder the vegetable plot. 


SIDE ENTRANCE 


The side door lock could be picked with a successful DC 
17 Dexterity (Thieves’ Tools) check or forced open with a 
successful DC 17 Strength check. 
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9. TERRACE 


You step to the beautiful broad terrace paved with gran- 
ite plates and surrounded with a marble balustrade. The 
whole north part opens to the great view from the cliff 
side. There is a 40 feet wide balcony protruding from 
the north edge. Two gargoyle statues are located at 
the northwest and northeast corners of the terrace. The 
north wall of the mansion is divided by a massive chim- 
ney shaft. Two doors lead inside. There is also a balcony 
on the second floor. 


The northwest gargoyle statue has a secret compart- 
ment in the gargoyle’s mouth, containing 1d4+1 scrolls of 
levitate. The secret compartment could be detected with 
a successful DC 12 Intelligence (Investigation) check. 

There is an entrance into a secret tunnel 20 feet under- 
neath the balcony, which could be noticed only from the 
10. Gazebo area. 


BACK ENTRANCE 


Two side doors lead from the terrace into the mansion. 
Each door requires a successful DC 17 Dexterity (Thieves’ 
Tools) check or a successful DC 17 Strength check to be 
opened. 


BALCONY 


The balcony on the second floor is surrounded by the 
marble balustrade just like the terrace itself. There are 
two doors leading into the master bedroom, but both are 
blocked from the inside and cannot be opened by any 
means. 

A character could try to throw and secure a rope on 
the balcony with a successful DC 12 Dexterity check. 


A character could climb up the balcony with a suc- 
cessful DC 12 Strength (Athletics) check, or a DC 10 
Strength (Athletics) check when using a rope. 

When on the balcony, a character could try to secure 
a rope on the chimney shaft above with a successful DC 
14 Dexterity check and then climb it with a successful DC 
10 Strength (Athletics) check. 


CHIMNEY 


The chimney shaft is 45 feet deep and wide enough for a 
medium sized creature to pass through. A character at- 
tempting to move through the chimney shaft must make 
a successful DC 10 Strength (Athletics) check, or a DC 
8 Strength (Athletics) check when using a rope. On a 
successful check, a character moves at half speed as de- 
sired. If the check fails by 5 or more, a character falls and 
takes 1d6 bludgeoning damage per 10 feet fallen, landing 
prone at the base of the chimney. 


10. GAZEBO 


The path through the hedgerows leads you to the clear- 
ing on a cliff side where stands a 30 feet wide round 
gazebo. 

Looking to the west you see a wide terrace with a 
marble balustrade and a balcony protruding over the 
same cliff side. Two gargoyle statues are located at the 
corners of this terrace. 


From the gazebo a character could notice a secret tun- 
nel entrance under the 9. Terrace area (about 15-20 feet 
below the balcony) with a successful DC 12 Wisdom (Per- 
ception) check. 

There is a pair of engraved bone dice worth 25 gp lay- 
ing underneath a bench here, and it could be noticed with 
a successful DC 10 Wisdom (Perception) check. 
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PART 4: INSIDE THE MANSION 


You can find a map for this part in the Appendix C: 
Inside the Mansion. 


CEILING 


All ceilings in the mansion are 15 feet high. 


LIGHT 


All windows in the mansion are covered with heavy 
drapes (except for the attic), so it’s dark inside if not 
mentioned otherwise. Naturally, drapes could be pushed 
aside to let the daylight into a room. 
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THE RITUAL 


The main ingredient of the ritual that Gerardus per- 
formed, and caused his demise is a black magical gem, 
created by the wizard himself in his laboratory. He cre- 
ated two such gems. The first one was destroyed while 
performing the ritual, and the second one is hidden in the 
secret chamber. With the latest Gerardus’ journal (that 
lies in the S7. Ritual Room area) it would be a solid 
proof, required by the Religious Order adventure hook. 

There is one quasit on the second floor of the mansion 
left from the demon intrusion, when a portal was sud- 
denly closed. It feels that second gem is near, but can’t 
find it. When the party reaches the second floor, the qua- 
sit will follow them invisible, waiting till the party finds 
the gem. Then it will attack, trying to grab the gem and 
return to the Ritual Room to open the portal which leads 
back home. 

The quasit can’t leave the mansion because of all the 
magical wards placed by Gerardus. 
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F1. HALLWAY 


F4. LIVING ROOM 


You enter the hallway stepping onto the napless rug, 
that covers most of the floor here. 

By the sides of a spacious hallway two curved stair- 
ways lead to the second floor. Two stuffed owlbears 
are positioned near the central arch that leads into the 
transverse corridor filled with doors. There is a dining 
room to the west and a parlor to the east. 

An iron chandelier hangs from the high ceiling 15 
feet above you. 


The ceiling is 30 feet high in this room. 


F2. PARLOR 


The walls of this room are covered with abstract 
tapestries. There is a 2 feet high round coffee table 
at the middle, a decorative bookshelf at the east wall 
and a cupboard near the north wall. 


A small carved bone statuette depicting some kind of 
a demon (worth 25 gp) stands on the shelf. 

There was some food in the cupboard once. Now it 
has been practically eaten by the colony of centipedes 
that has inhabited the cupboard not a long time ago. The 
swarm of centipedes will lash out when the cupboard’s 
door is opened. See Appendix B: Encounter 10. 


AWARDING EXPERIENCE POINTS 


Divide 100 XP equally among the characters if the party 
defeats the swarm of centipedes. 


F3. STUDY 


A writing table stands in the middle of the room with a 
leather armchair behind it, and a bookshelf at the east 
wall. 

Both windows in this room are facing north. Near 
the opposite wall stands a heavy bronze candelabra with 
tree almost burned candles. 


An ink bottle, an ink pen and 1d6 + 4 clear sheets of 
paper could be found at the table. 

There are plenty of books at the bookshelf but nothing 
interesting or precious. 

There is one of Gerardus’ journals in a drawer. It 
could be found with a successful DC 10 Intelligence (In- 
vestigation) check. 


There is a big fireplace in the middle of the north wall, 
flanked by two bronze pseudodragon statues. The por- 
trait above the fireplace depicts a bearded wizard. 

Two comfy armchairs stand turned to the fireplace. 
A decorative bookshelf stands at the west wall. 

Apart from the double door at the south, there are 
two more doors at the east, and one at the west wall. 
Two north-facing windows are covered by heavy drapes. 


There is a small mirror set in a painted wooden frame 


worth 25 gp at the mantel above the fireplace. 
The portrait depicts Gerardus in his younger years. 


There is a small casket hidden behind the books on 
the bookshelf. It could be found with a successful DC 15 
Intelligence (Investigation) check. The casket contains a 
small collection of 1d6 + 4 blue quartz gemstones, each 


worth 10 gp. 
a 


CHIMNEY 


See Part 3: 9. Terrace (Chimney) section for the chim- 
ney shaft description. 


b 


eee 


F5. TOILET 


You see a 10 by 15 feet toilet room. There's nothing 
more than a toilet and a sink opposite of it. Over the 
sink a simple mirror is mounted. There is a vial of a 
perfume on the edge of the sink. 


The perfume is pine scented. 


F6. KITCHEN 


$ 
A spacious kitchen is filled with various furniture. One 
big table stands right in the middle of the room, the 
second one, with the series of drawers under it, is placed 
at the north wall near the only two windows in the room 
and a kitchen sink. There is also a stone oven built 
near the south wall with a narrow chimney shaft leading 
upwards. 

Two doors lead to the south, another two — to the 
east. 

A cupboard with various kitchen utensils is stand- 
ing between two doors at the east wall. Opposite of it, 
at the west wall, you see a weird looking metal cabinet 
covered with hoar frost. 


There is a full set of the cook’s utensils under the 


north table, and 1d6 empty bottles in the cupboard. 
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COLD CABINET 


As you move closer to the metal cabinet you could feel 
the air becoming frigid. The cabinet has a door with a 
wooden handle. 


This is one of Gerardus’ experiments — “the cold 
cabinet” that is designed to preserve food and potions. 
Gerardus’ idea was to place a glass tubes containing a 
weakened strain of brown mold inside the insulated en- 
vironment to cool down any items placed there. Unfor- 
tunately, a couple of tubes broke and now the mold is 
covering all inner walls of the cabinet. 


A character could notice brown patches of mold with 
a successful DC 15 Wisdom (Perception) check or DC 15 
Intelligence (Investigation) check. 


a » 
BROWN MOLD (WEAK STRAIN) 


Brown mold feeds on warmth, drawing heat from any- 
thing around it. A patch of brown mold covers a 5-foot 
square, and the temperature within 15 feet of it is always 
frigid. 

When a creature moves or reaches into the mold’s 
space for the first time on a turn or starts its turn there, 
it must make a DC 12 Constitution saving throw, taking 
6 (2d6) cold damage on a failed save, or half as much 
damage on a successful one. 

Brown mold is immune to fire, and any source of fire 
brought within 5 feet of a patch causes it to instantly 
expand outward in the direction of the fire, covering a 
5-foot-square area (with the source of the fire at the 
center of that area). A patch of brown mold exposed to 
an effect that deals cold damage is instantly destroyed. 

x r 


As you open the door you see a series of shelves inside. 
In the darkness of this cabinet you could see a bottle of 
wine and three other vials. 


There are two bottles of fine wine (worth 10 gp each), 
two potions of healing and one antitoxin inside the cabinet. 


As soon as any character reaches into the cabinet or 
tries to light its insides with fire, the brown mold will re- 
act according to the rules above. 


AWARDING EXPERIENCE POINTS 


Divide 200 XP equally among the characters if the party 
successfully gets the contents of the cold cabinet. 
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F7. SERVICE ROOM 


There is nothing in this small room aside from doors, 
leading to different areas of the mansion, and a wooden 
cabinet at the east wall. 


There is a herbalism kit lying in the cabinet, beside the 
vial of a strange yellow liquid with a strong acidic smell, 
with a “Sanitation” written on it. 

a a 
SANITATION LIQUID 


As an action, you can throw this vial up to 20 feet, 
shattering on impact. Make a ranged attack against 
a creature or object, treating the vial as an improvised 
weapon. On a hit, the target takes 1d4 acid damage. 
The liquid is a custom made potion against the violet 
fungus and would instantly kill it when splashed over. 


F8. PANTRY 


Long shelves filled with spoiled food run across the walls 
in this narrow room. 


Most food is far beyond the expiration date, but while 
rummaging the party could find a lonely wheel of cheese 
and 1d10 days of rations here. 


F9. SERVANT ROOM 


Containing just a modest bed and a wooden locker, this 
room was apparently designed for house servant. But it 
does not look like it was used any time in the past. 


Aside from the bed and the empty locker the room is 
empty. Paranoiac Gerardus has never hired a servant. 


F10. DINING ROOM 


A big dining table dominates this room. A couple pic- 
tures of pastoral landscapes are hanging on the walls. 
The table is empty, not even a tablecloth on it, only six 
chairs turned upside down. 

One door is leading north. 
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C1. WINE CELLAR 


Damp and moldy stone walls of this wine cellar have 
four small alcoves on the each side where wine barrels 
stand. The floor is dirty and covered in rat litter. Two 
rat corpses lie just in the middle of the central passage. 


Each rat corpse has a violet fungus growing on it. A 
character could notice (but not identify) a fungus with a 
successful DC 12 Wisdom (Perception) check. 

If any creature passes by, the violet fungus will attack 
with its four stalks protruding from its central mass. See 
Appendix B: Encounter 11. 

All wine barrels are empty except the farthest one, 
which contains enough common wine to fill 1d6 bottles. 

There is a secret door in the third alcove to the 
left, behind the wine barrel. It could be detected and 
opened with a successful DC 15 Intelligence (Investiga- 
tion) check. The door leads to the C2. Secret Tunnel area. 


AWARDING EXPERIENCE POINTS 


Divide 100 XP equally among the characters if the party 
destroys the fungi. 

Divide 100 XP equally among the characters if the 
party finds the secret door. 


C2. SECRET TUNNEL 


FROM THE CELLAR 


* ° 
Behind the secret door you see a 5 feet wide and 10 feet 
high tunnel going 20 feet straight before an intersection. 
Brick walls of the tunnel are dump and mossy. 

. b 


FROM THE OUTSIDE 


° ° 
You enter a 5 feet wide and 10 feet high tunnel. Its brick 
walls are dump and mossy. Almost immediately the tun- 
nel separates into four branches. Two central ones are 
20 feet long, and two side ones are 15 feet long. There 
are wooden doors in the end of all tunnels. 


TUNNEL A AND TUNNEL D 


Both doors at the ends of the side tunnels are fake and 
trapped. Pulling a handle releases a spring-loaded spear 
which flies through the middle of a tunnel. Any creature 
on its way must make a successful DC 15 Dexterity sav- 
ing throw or be hit for the 6 (2d6) piercing damage. On a 


successful save the spear flies further and each next crea- 
ture must make the same saving throw until the spear 
hits someone or reaches the opposite wall. 

The trap could be detected with a successful DC 15 In- 
telligence (Investigation) check, and a character could try 
to disarm it with a successful DC 20 Dexterity (Thieves’ 
Tools) check. Roll of 10 or less immediately triggers the 
trap. 


TUNNEL B 


There is a permanent illusion of a door casted on the far 
wall of this tunnel that also makes the tunnel look 5 feet 
longer than it is. Another illusion is casted on the pit in 
the end of the tunnel (marked with a cross on the map). 
The pit is 10 feet deep and covered with spikes. Any 
character who falls down takes 3 (1d6) bludgeoning dam- 
age from the fall and 5 (1d10) piercing damage from the 
spikes. A character could notice that there is something 
off with this section of the floor with a successful DC 20 
Wisdom (Perception) check. 

a b 


DETECT MAGIC 


If a character casts the detect magic spell in this tunnel, 
there will be an illusion aura at the end of the tunnel. 
7 r 


There are remains of the previous intruder at the bot- 
tom of the pit: a dead human wearing a tattered leather 
armor, a broken longbow, a quiver with 10 arrows, a 
shortsword, a dagger +1, and one potion of healing. 


TUNNEL C 
The door at the end of this tunnel leads to the C1. Wine 
Cellar area. 


AWARDING EXPERIENCE POINTS 


Divide 100 XP equally among the characters if the party 
successfully passes into the C1. Wine Cellar area. 


Cellar 
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S1. STAIR HALL 


You see one door to the north, two doors to the east, 
and two — to the west. 

By both sides of the north door you see two braziers 
with stands beautifully decorated as coiled fire snakes. 
Braziers are not lit. 


The door to the guest bedroom is stuck and could be 
opened only with a successful DC 12 Strength check. 

The master bedroom door is closed and could be 
opened with a successful DC 20 Dexterity (Thieves’ 
Tools) check or a successful DC 20 Strength check. 

Other doors are closed but unlocked. 

There is a trap door on the ceiling (marked with dot- 
ted contour on the map) leading to the attic. It could 
be noticed with a successful DC 10 Wisdom (Perception) 
check. 


S2. GUEST BEDROOM 


The room hasn't been in use for a long time. All fur- 
niture is covered with a thick layer of dust. There are 
two beds at the south wall, divided by a wardrobe, and a 
simple table complemented by two chairs near the east 
wall. 


There is nothing there except the great amount of 
dust. Gerardus didn’t have any guests over. 


S3. BATHROOM 


Inside the bathroom you could see a toilet, a metal bath- 
tub at the farthest wall, and a sink with a simple mirror 
above it. There is a half-used bar of soap lying at the 
border of the sink. A towel with a faded pattern is hang- 
ing over the edge of the bathtub. There is also a 15 foot 
high ladder laying in the corner. 


There is Gerardus’ ring of magic detection stuck in the 
sink drain. It could be detected with a successful DC 
15 Intelligence (Investigation) check while inspecting the 
sink. The ring is made of silver and has a “G” letter cut 
into it. 

a > 


GERARDUS’ RING 

Aside from its magical properties Gerardus’ ring con- 
trols his animated constructs. Both the scarecrow at 
the vegetable plot and the animated armor in the library 
wouldn't move within 60 feet radius of this ring. 
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a d 
DETECT MAGIC 


If a character casts the detect magic spell in the bath- 
room, there would be a divination aura emanating from 
the sink, where the ring is stuck in the drain. 

x 7 


AWARDING EXPERIENCE POINTS 


Divide 100 XP equally among the characters if the party 
finds Gerardus’ ring. 


S4. MASTER BEDROOM 


You see a big fireplace in the middle of the north wall. 
Both doors to the balcony are boarded up. 

There is a stuffed eagle standing at the small table 
between two bookshelves near the west wall. 

Big four-poster bed stands near the opposite wall 
near a wardrobe. 


One of Gerardus’ journals is hidden under the mat- 
tress. It could be found with a successful DC 12 Intelli- 
gence (Investigation) check. 

There is a silk robe with gold embroidery worth 
250 gp in the wardrobe. It could be found amid other 
clothes with a successful DC 10 Intelligence (Investiga- 
tion) check. 


S5. LIBRARY 


This room is filled with bookshelves loaded with books. 
There is also a table and a chair near the window. 

In the far end of the room two sets of ancient armor 
stand opposite each other. 


TABLE 


An ink bottle, an ink pen and 1d4 + 2 clear sheets of paper 
could be found at the table. 

There is one of Gerardus’ journals in a drawer. It 
could be found with a successful DC 10 Intelligence (In- 
vestigation) check. 


BOOKSHELVES 


There is a couple of spell scrolls lying on the shelves. A 
character could perform an Intelligence (Investigation) 
check to find some scrolls. See the table below to deter- 
mine how many scrolls a character finds. 
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Second floor 


Roll Number of scrolls found 
0-11 None 

12-13 Hi} 

14-15 2 

16-17 3 

18-19 4 

20 or higher 5 


For each scroll found roll on the table below to deter- 
mine which scroll it is. 


d12 Scroll 

Alarm 

Expeditious Retreat 
Identify 

Unseen Servant 
Knock 

Levitate 

Spider Climb 

Dispel Magic 
Glyph of Warding 
Magic Circle 
Protection from Energy 
Remove Curse 


Bee 
bE BeCaonanawne 


SECRET DOOR 


The southeast bookshelf is a secret door which is acti- 
vated by the fake book at the northeast bookshelf, that 
could be found while investigating bookshelves (with 
any check result). 

The south set of armor is actually an animated armor 
with a flying sword in its hands. It will attack any crea- 
ture who opens the secret door or tries to take its sword. 
See Appendix B: Encounter 12. The armor would protect 
the entrance to the secret chamber and wouldn’t move 
further than 30 feet from it. 

By default, the armor would attack with the sword, 
but when there is a need to attack two targets simultane- 
ously (or if the party destroys the armor before), it will 
throw its sword and then it would start attacking on its 
own (with the initiative of the animated armor). In this 
case the sword is not limited by the 30 feet radius. 


a _ 


DETECT MAGIC 


If a character casts the detect magic spell while in the 
30 feet distance from the west wall of the library, there 
would be a strong transmutation aura emanating from 
the south set of armor. 

x 7 
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DIFFICULTY 


If you think that this encounter is too difficult for your 
party, you could remove the flying sword from it, replac- 
ing it by a plain longsword. Don’t forget to decrease the 
reward by 50 XP in that case. 


AWARDING EXPERIENCE POINTS 


Divide 250 XP equally among the characters if the party 
defeats the animated armor and the flying sword or fig- 
ures out how to bypass them peacefully. 


S6. LABORATORY 


Near the south wall stands a big working table littered 
with writing utensils and alchemical equipment. Two 
bookshelves stand on both sides of the room. 

One door leads to the north, one — to the east, and 
two — to the west. 


An ink bottle, an ink pen and 1d6 + 4 clear sheets of 
paper could be found on the table. 

Amid the mess on the working table lies a note on a 
piece of paper which could be found with a successful 
DC 10 Intelligence (Investigation) check. 

There is a full set of alchemist’s supplies on one of the 
shelves. 


THE NOTE 

Need to find my lost ring as soon as possible. Plants re- 
quire watering. Also, can't get the second gem without 
the ring too. Don't want to destroy my protection mea- 
sures because of this loss. Where could it be anyway? 


S7. RITUAL ROOM 


The stone dais occupies a bigger part of this room. You 
see some strange magical circles drawn on it. Large parts 
of the image are covered in dried blood. Near the mag- 
ical circle lies one of Gerardus’ journals, and a piece of 
paper. 


GERARDUS’ LAST NOTES 


Can't wait any longer, will experiment with one of two 
gems from the new batch. | think it'll work this time. 


Don't forget: write down the formula for creating 
these gems while it is still fresh in my memory. 
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Gerardus’ journal lying here is full of notes and logs 
of the ritual designed to summon and control demons. 
The content of the journal will be apparent to any charac- 
ter that has a proficiency in the Arcana or Religion skill. 
This journal, when combined with the magical gem, hid- 
den in the S9. First Secret Chamber area, will be a solid 
proof required for the Religious Order adventure hook. 


a b 


DETECT MAGIC 

If a character casts the detect magic spell here, there 
would be a faint conjuration aura emanating from the 
patterns on the floor. 


S8. STAIRCASE 


The creaky wooden staircase spirals upwards around the 
kitchen chimney shaft. 


One of the stairs is faulty. It breaks under the weight 
of any creature of a small size or larger. A creature must 
make a successful DC 15 Dexterity saving throw or fall 
down, taking 3 (1d6) bludgeoning damage from the fall, 
landing prone at the bottom of the staircase. 


S9. FIRST SECRET CHAMBER 


The walls of this chamber are covered with tapestries 
with various arcane and occult symbols. 
A big wooden chest stands near the south wall. 


The chest is locked and protected by a glyph of ward- 
ing. 

A lock could be picked with a successful DC 18 Dex- 
terity (Thieves’ Tools) check or forced open with a suc- 
cessful DC 18 Strength check. 

A glyph of warding triggers when the chest is opened 
dealing 8 (2d8) thunder damage to all the creatures in the 
20 foot radius or half as much on a successful DC 14 Dex- 
terity saving throw. It could be detected with a successful 
DC 14 Intelligence (Investigation) check. 

The chest contains one of Gerardus’ journals, the sec- 
ond magical gem (see The Ritual section), and a ceremo- 
nial electrum dagger worth 500 gp. 

Aside from its main purpose, the magical gem is ac- 
tually a gem of power (see Appendix A: Magic Items). 
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DETECT MAGIC 
If a character casts the detect magic spell here, there 
would be an abjuration area contouring the glyph of 
warding on the chest, and through that — an unde- 
termined aura emanating from the magical gem inside. 

x i 


As soon as the party retrieves the magical gem, 
the quasit, that followed the party remaining invisible, 
would try to snatch it out of characters’ hands and run to 
the S7. Ritual Room with it, hoping to reopen the portal. 


As you take the gem into your hands, a small wiry crea- 
ture appears just above you, jumping right to the gem. 
“Mine!” cries out a horrid spawn, “Way home!.” 


The quasit will make a +3 Dexterity check contested 
by a character’s Strength or Dexterity check (a character 
chooses the ability to use). Characters are surprised. See 
Appendix B: Encounter 13. 

Even if the quasit gets the stone, it would fail to open 
the portal in time, and the party would catch up with it 
in the S7. Ritual Room. 


HIDDEN DOOR 


There is a hidden door leading to the $10. Second Se- 
cret Chamber behind the tapestry on the north wall. It 
can be found with a successful DC 10 Intelligence (Inves- 
tigation) check or just by cutting the tapestry. There is a 
code lock at the door which cannot be picked or magi- 
cally opened. 


There are 9 knobs and one lever on the solid steel plate. 
Each knob could be turned to the marked positions from 
0 to 9. On each knob there are small symbolic depictions 
of various animals and monsters: a dolphin, eagle, gar- 
goyle, kobold, merfolk, owlbear, pseudodragon, snake, 
and unicorn. 


The lock could be opened by turning knobs to the po- 
sitions listed in the table below and then pulling the lever. 


Knob Pos Knob Pos Knob Pos 
Dolphin 1 Kobold 0 Pseudodragon 2 
Eagle 1 Merfolk 4 Snake 2 
Gargoyle 2 Owlbear 2 Unicorn 0 


These numbers represent the amount of statues and 
stuffed animals that are present in the mansion and 
around it. 


HELPING HAND 


If the party struggles with this puzzle, you could allow 
a DC 15 Intelligence check. On a successful check a 
character would think that this lock has something to 
do with all the statues around the mansion. 

x i 


AWARDING EXPERIENCE POINTS 


Divide 200 XP equally among the characters if the party 
defeats the quasit. 

Divide 200 XP equally among the characters if the 
party opens the code lock. 


S10. SECOND SECRET CHAMBER 


You see a small 10 by 10 feet room without anything 
but a leather satchel in a corner and some kind of a 
teleportation circle inscribed on the floor. 


The satchel contains one of Gerardus’ journals, 5 days 
of rations, wand of the war mage +1, and 10d10 x 10 gp. 
The teleportation circle will teleport up to 8 willing 
creatures to the Parville area when activated. The desti- 
nation could be identified with a successful DC 14 Intel- 
ligence (Arcana) check. 
a a 


DETECT MAGIC 


If a character casts detect magic spell here, there would 
be a conjuration aura emanating from the teleportation 
circle. 

x di 


T1. STARGAZING TOWER 


You open the trap door and climb to the top of the 
tower. The view is breathtaking. You could almost see 
Parville from here! 

There is some kind of a metal tripod standing here 
and a wooden footlocker at your feet. 


A footlocker is closed and requires a successful DC 
15 Dexterity (Thieves’ Tools) check or a DC 15 Strength 
check to be opened. There is a spyglass (PH p.150) inside. 


Tl 


Stargazing tower 


PART 4: INSIDE THE MANSION 
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Al. CENTRAL ATTIC 


As you look over the trap door you see two doorways 
leading to the north and south parts of the attic. 


A2. NORTH ATTIC 


You see nothing more but a pile of broken furniture 
stacked at the far corner of this room. 


If a character decides to rummage through here he 
or she must make a successful DC 12 Dexterity saving 
throw or be pierced by one of the nails poking out from 
the broken chair for 3 (1d6) piercing damage. With a 
successful DC 15 Wisdom (Perception) check a character 
would find a 1d6 sp and 1d12 cp left in one of the draw- 
ers. 


A3. SOUTH ATTIC 


A dirty window barely lights this part of the attic. You 
see a couple of wooden boxes beside the south wall. 


All room is covered in the giant spider’s webs. A 
character could notice web strings going across the room 
with a successful DC 12 Wisdom (Perception) check. 

Any creature entering the room or starting its turn 
there must make a successful DC 12 Dexterity saving 
throw or become restrained by the webs. A restrained 
creature can use its action to try to escape, doing so with 
a successful DC 12 Strength (Athletics) or Dexterity (Ac- 
robatics) check. 

Each 10-foot cube of webs has AC 10, 15 hit points, 
vulnerability to fire, and immunity to bludgeoning, 
piercing, and psychic damage. 

As soon as anyone enters the room, the giant spider 
that hides at the ceiling will attack. See Appendix B: En- 
counter 14. 

There is a chime of opening (with 8 charges left) lying 
in the one of boxes here. This magical item is required by 
the Criminal Contact adventure hook. 


AWARDING EXPERIENCE POINTS 


Divide 200 XP equally among the characters if the party 
defeats the giant spider or figures out how to get the 
chime of opening without fighting. 


PART 4: INSIDE THE MANSION 
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CONCLUSION 


Divide 1000 XP equally among the characters if the 
party successfully completes the adventure hook objec- 
tive. 

If the party uses the teleport circle in the $10. Second 
Secret Chamber area, the characters will appear in the 
close proximity of Parville. 


ADVENTURE HOOKS 


CRIMINAL CONTACT 


The thieves’ guild will pay the party 150 gp per each 
charge left in the chime of opening (to the maximum of 
1200 gp, if the party didn’t expend a single charge). 


Author: Vladimir Arabadzhi 
Illustrator: Vladimir Arabadzhi 
Proofreaders: Galina Arabadzhi, Jason Williams 


RELIGIOUS ORDER 


The religious order will pay the party 1200 gp for the 
magical gem (from the $9. First Secret Chamber) and 
last Gerardus’ journal (from the $7. Ritual room). These 
two items combined provide a solid proof of dangerous 
demonic experiments, that Gerardus was performing. 


WIZARDS’ ACADEMY 
The wizards’ academy will pay the party 200 gp per each 


Gerardus’ journal (to the maximum of 1200 gp for all 6 of 
them). 


CONCLUSION 
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APPENDIX A: MAGIC ITEMS 


The magic items appearing in the adventure are pre- 
sented in this section in alphabetical order. 


CHIME OF OPENING 
Wondrous item, rare 


This hollow metal tube measures about 1 foot long 
and weighs 1 pound. You can strike it as an action, 
pointing it at an object within 120 feet of you that can 
be opened, such as a door, lid, or lock. The chime issues 
a clear tone, and one lock or latch on the object opens un- 
less the sound can’t reach the object. If no locks or latches 
remain, the object itself opens. 

The chime can be used ten times. After the tenth time, 
it cracks and becomes useless. 


GEM OF POWER 


Wondrous item, uncommon 
(requires attunement by a spellcaster) 


While this gem is on your person, you can use an 
action to speak its command word and regain one ex- 
pended spell slot. If the expended slot was of 4th level 
or higher, the new slot is 3rd level. Once you have used 
the gem, it can’t be used again until the next dawn. 


POTION OF HEALING 
Potion, common 


You regain 2d4 + 2 hit points when you drink this po- 
tion. The potion’s red liquid glimmers when agitated. 


RING OF MAGIC DETECTION 
Ring, uncommon 


This ring has 3 charges, and it regains 1d3 expended 
charges daily at dawn. While wearing the ring, you can 
use an action to expend 1 of its charges to cast the detect 
magic spell. 


APPENDIX A: MAGIC ITEMS 


SPELL SCROLL 


Scroll, varies 


A spell scroll bears the words of a single spell, written 
in a mystical cipher. If the spell is on your class's spell 
list, you can read the scroll and cast its spell without pro- 
viding any material components. Otherwise, the scroll 
is unintelligible. Casting the spell by reading the scroll 
requires the spell’s normal casting time. Once the spell 
is cast, the words on the scroll fade, and it crumbles to 
dust. If the casting is interrupted, the scroll is not lost. 

If the spell is on your class spell list but of a higher 
level than you can normally cast, you must make an 
ability check using your spellcasting ability to determine 
whether you cast it successfully. The DC equals 10 + the 
spell’s level. On a failed check, the spell disappears from 
the scroll with no other effect. 


WAND OF THE WAR MAGE, +1 


Wand, uncommon 
(requires attunement by a spellcaster) 


While holding this wand, you gain a +1 bonus to spell 


attack rolls. In addition, you ignore half cover when 
making a spell attack. 


WEAPON, +1 


Weapon (any), uncommon 


You have a +1 bonus to attack and damage rolls made 
with this magic weapon. 
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APPENDIX B: ENCOUNTERS 


ENCOUNTER 1 


ENCOUNTER 2 


BANDIT 


Medium humanoid (human), neutral evil 


Armor Class 12 (leather armor) 
Hit Points 10 (2d8 + 2) 


Speed 30 ft. 
STR DEX CON INT wis CHA 
11 (+0) 12(+1) 12(+1) 10(+0) 10(+0) 10(+0) 


Senses passive Perception 10 
Languages Common 
Challenge 1/8 (25 XP) 


ACTIONS 


Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 4 (1d6 + 1) slashing damage. 


Light Crossbow. Ranged Weapon Attack: +3 to hit, 

range 80 ft/320 ft., one target. Hit: 5 (1d8 + 1) piercing 

damage. 
= 


Rudolf (10 HP): 

Oswald (10 HP): 

Berthold (10 HP): 
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BLACK BEAR 
Medium beast, unaligned 


Armor Class 11 (natural armor) 
Hit Points 18 (3d8 + 6) 
Speed 40 ft., climb 30 ft. 


STR DEX CON INT WS CHA 
15(+2) 10(+0) 14(+2) 2(-4) 12(+1) 7 (-2) 


Skills Perception +3 

Senses passive Perception 13 
Languages — 

Challenge 1/2 (100 XP) 


Keen Smell. The bear has advantage on Wisdom (Per- 
ception) checks that rely on smell. 
ACTIONS 


Multiattack. The bear makes two attacks: one with its 
bite and one with its claws. 


Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage. 


Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 7 (2d4 + 2) slashing damage. 


Black Bear (18 HP): 


Initiative Tracker 
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ENCOUNTER 3 


ENCOUNTER 4 


TWIG BLIGHT 


Small plant, neutral evil 


Armor Class 13 (natural armor) 

Hit Points 4 (1d6 + 1) 

Speed 20 ft. 

= >~ 
STR DEX CON INT WIS CHA 
6(-2) 13(+1) 12(+1) 4(-3) 8(-1) 3(-4) 

ooo 

Skills Stealth +3 

Damage Vulnerabilities fire 

Condition Immunities blinded, deafened 

Senses blindsight 60 ft. (blind beyond this radius), 

passive Perception 9 

Languages understands Common but can’t speak 

Challenge 1/8 (25 XP) 


False Appearance. While the blight remains motionless, 
it is indistinguishable from a dead shrub. 


ACTIONS 


Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 3 (1d4 + 1) piercing damage. 


Twig Blight 1 (4 HP): 
Twig Blight 2 (4 HP): 


Twig Blight 3 (4 HP): 


Initiative Tracker 
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APPENDIX B: ENCOUNTERS 


CROCODILE 


Large beast, unaligned 


Armor Class 12 (natural armor) 
Hit Points 18 (3d10 + 3) 
Speed 20 ft., swim 30 ft. 


STR DEX CON INT WIS CHA 
15(+2) 10(+0) 13(+1) 2(-4) 10(+0) 5(-3) 


Skills Stealth +2 

Senses passive Perception 10 
Languages — 

Challenge 1/2 (100 XP) 


Hold Breath. The crocodile can hold its breath for 15 
minutes. 


ACTIONS 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 7 (1d10 + 2) piercing damage, and 
the target is grappled (escape DC 12). Until this grapple 
ends, the target is restrained, and the crocodile can't bite 
another target. 


Crocodile (18 HP): 


Initiative Tracker 
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ENCOUNTER 5 


ENCOUNTER 6 


STIRGE 
Tiny beast, unaligned 


Armor Class 14 (natural armor) 
Hit Points 2 (1d4) 
Speed 10 ft., fly 40 ft. 


STR DEX CON INT wis CHA 
4(-3) 16(+3) 11(+0) 2(-4) 8(-1) 6 (-2) 


Senses darkvision 60 ft., passive Perception 9 
Languages — 
Challenge 1/8 (25 XP) 


ACTIONS 


Blood Drain. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 5 (1d4 + 3) piercing damage, 
and the stirge attaches to the target. While attached, 
the stirge doesn't attack. Instead, at the start of each of 
the stirge's turns, the target loses 5 (1d4 + 3) hit points 
due to blood loss. 

The stirge can detach itself by spending 5 feet of its 
movement. It does so after it drains 10 hit points of 
blood from the target or the target dies. A creature, in- 
cluding the target, can use its action to detach the stirge. 


Stirge 1 (2 HP): 


Stirge 2 (2 HP): 
Stirge 3 (2 HP): 
Initiative Tracker 
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SWARM OF QUIPPERS 


Medium swarm of Tiny beasts, unaligned 


Armor Class 13 
Hit Points 24 (8d8 - 8) 
Speed 0 ft., swim 40 ft. 


STR DEX CON INT wis CHA 

13 (+1) 16(+3) 9(-1) 1(-5) 7(-2) 2(-4) 
ee 
Damage Resistances bludgeoning, piercing, slashing 
Condition Immunities charmed, frightened, paralyzed, 
petrified, prone, restrained, stunned 
Senses darkvision 60 ft., passive Perception 8 
Languages — 
Challenge 1 (200 XP) 


Blood Frenzy. The swarm has advantage on melee 
attack rolls against any creature that doesn’t have all its 
hit points. 


Swarm. The swarm can occupy another creature's space 
and vice versa, and the swarm can move through any 
opening large enough for a Tiny quipper. The swarm 
can't regain hit points or gain temporary hit points. 
Water Breathing. The swarm can breathe only under- 
water. 


ACTIONS 


Bites. Melee Weapon Attack: +5 to hit, reach 0 ft., 
one creature in the swarm's space. Hit: 7 (2d6) piercing 
damage, or 3 (1d6) piercing damage if the swarm has 
half of its hit points or fewer. 


Swarm of Quippers (24 HP): 
Initiative Tracker 
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ENCOUNTER 7 


ENCOUNTER 8 


AWAKENED SHRUB 
Small plant, unaligned 


Armor Class 9 
Hit Points 9 (3d6) 


Speed 20 ft. 
ee 
STR DEX CON INT WIS CHA 

3(-4) 8(-1) 11(+0) 10(+0) 10(+0) 6(-2) 


Damage Vulnerabilities fire 
Damage Resistances piercing 
Senses passive Perception 10 
Languages — 

Challenge 0 (10 XP) 


COCKATRICE 


Small monstrosity, unaligned 


Armor Class 11 
Hit Points 24 (6d6 + 6) 
Speed 20 ft., fly 40 ft. 


STR DEX CON INT wis CHA 
6(-2) 12(+1) 12(+1) 2(-4) 13(+1) 5(-3) 


Senses darkvision 60 ft., passive Perception 11 
Languages — 
Challenge 1/2 (100 XP) 


ACTIONS 


False Appearance. While the shrub remains motionless, 
it is indistinguishable from a normal shrub. 
ACTIONS 


Rake. Melee Weapon Attack: +1 to hit, reach 5 ft., one 
target. Hit: 1 (1d4 - 1) slashing damage. 


Awakened Shrub 1 (9 HP): 
Awakened Shrub 2 (9 HP): 
Awakened Shrub 3 (9 HP): 
Awakened Shrub 4 (9 HP): 
Awakened Shrub 5 (9 HP): 


Awakened Shrub 6 (9 HP): 
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Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one creature. Hit: 3 (1d4 + 1) piercing damage, and 
the target must succeed on a DC 11 Constitution saving 
throw against being magically petrified. On a failed save, 
the creature begins to turn to stone and is restrained. It 
must repeat the saving throw at the end of its next turn. 
On a success, the effect ends. On a failure, the creature 
is petrified for 24 hours. 
eee 


Cockatrice (24 HP): 
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ENCOUNTER 9 


SCARECROW 


Medium construct, unaligned 


Armor Class 11 
Hit Points 32 (8d8) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 

11 (+0) 13(+1) 11(+0) 1(-5) 3(-4) 1(-5) 
ee 
Damage Vulnerabilities fire 
Damage Immunities poison 
Condition Immunities charmed, exhaustion, frightened, 
paralyzed, poisoned, unconscious 
Senses darkvision 60 ft., passive Perception 10 
Languages — 
Challenge 1 (200 XP) 


Antimagic Susceptibility. The scarecrow is incapaci- 
tated while in the area of an antimagic field. If targeted 
by dispel magic, the scarecrow must succeed on an 
Constitution saving throw against the caster’s spell save 
DC or fall unconscious for 1 minute. 


False Appearance. While the scarecrow remains mo- 
tionless, it is indistinguishable from any ordinary, inani- 
mate scarecrow. 


ACTIONS 


Multiattack. The scarecrow makes two claw attacks. 


Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 6 (2d4 + 1) slashing damage. If the target 
is a creature, it must succeed on a DC 11 Wisdom saving 
throw or be frightened until the end of the scarecrow's 
next turn. 
= 


Scarecrow (32 HP): 


Initiative Tracker 
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ENCOUNTER 10 


ENCOUNTER 11 


SWARM OF CENTIPEDES 


Medium swarm of Tiny beasts, unaligned 


Armor Class 12 (natural armor) 
Hit Points 20 (5d8) 
Speed 20 ft., climb 20 ft. 


STR DEX CON INT WIS CHA 
3(-4) 13(+1) 10(+0) 1(-5) 7(-2) 1(-5) 
___—_—— 
Damage Resistances bludgeoning, piercing, slashing 
Condition Immunities charmed, frightened, paralyzed, 
petrified, prone, restrained, stunned 
Senses blindsight 10 ft., passive Perception 8 
Languages — 
Challenge 1/2 (100 XP) 


Swarm. The swarm can occupy another creature's space 
and vice versa, and the swarm can move through any 
opening large enough for a Tiny insect. The swarm can’t 
regain hit points or gain temporary hit points. 


ACTIONS 


Bites. Melee Weapon Attack: +3 to hit, reach 0 ft., 
one target in the swarm's space. Hit: 4 (2d4) piercing 
damage, or 2 (1d4) piercing damage if the swarm has 
half of its hit points or fewer. A creature reduced to 0 
hit points by a swarm of centipedes is stable but poisoned 
for 1 hour, even after regaining hit points, and paralyzed 
while poisoned in this way. 


Swarm of Centipedes (20 HP): 
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VIOLET FUNGUS 
Small plant, unaligned 


Armor Class 5 
Hit Points 16 (4d8) 


Speed 5 ft. 
STR DEX CON INT wis CHA 
3(-4) 1(-5) 10(+0) 1(-5) 3(4) 1(5) 


Condition Immunities blinded, deafened, frightened 
Senses blindsight 30 ft. (blind beyond this radius), 
passive Perception 6 

Languages — 

Challenge 1/4 (50 XP) 


False Appearance. While the violet fungus remains 
motionless, it is indistinguishable from an ordinary 
fungus. 


ACTIONS 


Multiattack. The fungus makes 1d4 Rotting Touch at- 
tacks. 


Rotting Touch. Melee Weapon Attack: +2 to hit, reach 
10 ft., one creature. Hit: 3 (1d6) necrotic damage. 


Violet Fungus 1 (16 HP): 


Violet Fungus 2 (16 HP): 
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ENCOUNTER 12 


ANIMATED ARMOR 


Medium construct, unaligned 


Armor Class 16 (natural armor) 
Hit Points 24 (6d6 + 6) 
Speed 25 ft. 


STR DEX CON INT wis CHA 

14 (+2) 11(+0) 13(+1) 1(5) 3(-4) 1(-5) 
ee 
Damage Immunities poison, psychic 
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, paralyzed, petrified, poisoned 
Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 6 
Languages — 
Challenge 1 (200 XP) 


Antimagic Susceptibility. The armor is incapacitated 
while in the area of an antimagic field. If targeted by 
dispel magic, the armor must succeed on an Constitution 
saving throw against the caster's spell save DC or fall 
unconscious for 1 minute. 


False Appearance. While the armor remains motion- 
less, it is indistinguishable from a normal suit of armor. 


ACTIONS 


Multiattack. The armor makes two melee attacks. 


Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) bludgeoning damage. 


Longsword. Melee Weapon Attack: +4 to hit, reach 5 
ft., one target. Hit: 6 (1d8 + 2) slashing damage. 


Animated Armor (24 HP): 


Flying Sword (15 HP): 


— 
FLYING SWORD 


Small construct, unaligned 


Armor Class 15 (natural armor) 
Hit Points 15 (5d6) 

Speed 0 ft., fly 50 ft., can hover 
————— I 
STR DEX CON INT WIS CHA 

12 (+1) 15(+2) 11(+0) 1(5) 5(-3) 1(-5) 
ae 
Saving Throws Dex +4 
Damage Immunities poison, psychic 
Condition Immunities blinded, charmed, deafened, 
frightened, paralyzed, petrified, poisoned 
Senses blindsight 60 ft. (blind beyond this radius), 
passive Perception 7 
Languages — 

Challenge 1/4 (50 XP) 


Antimagic Susceptibility. The sword is incapacitated 
while in the area of an antimagic field. If targeted by 
dispel magic, the sword must succeed on a Constitution 
saving throw against the caster's spell save DC or fall 
unconscious for 1 minute. 


False Appearance. While the sword remains motion- 
less and isn’t flying, it is indistinguishable from a normal 
sword. 


ACTIONS 


Longsword. Melee Weapon Attack: +3 to hit, reach 5 
ft., one target. Hit: 5 (1d8 + 1) slashing damage. 
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ENCOUNTER 13 


QUASIT 


Tiny fiend (demon, shapechanger), chaotic evil 


Armor Class 13 
Hit Points 9 (3d4) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
5(-3) 17(+3) 10(+0) 7(-2) 10(+0) 10(+0) 
——— 
Skills Stealth +5 
Damage Resistances cold, fire, lightning; bludgeoning, 
piercing, and slashing from nonmagical weapons 
Damage Immunities poison 
Condition Immunities poisoned 
Senses darkvision 120 ft., passive Perception 10 
Languages Abyssal, Common 
Challenge 1 (200 XP) 


Shapechanger. The quasit can use its action to poly- 
morph into a beast form that resembles a bat (speed 10 
ft., fly 40 ft.), a centipede (40 ft., climb 40 ft.), or a 
toad (40 ft., swim 40 ft.), or back into its true form. Its 
statistics are the same in each form, except for the speed 
changes noted. Any equipment it is wearing or carrying 
isn't transformed. It reverts to its true form if it dies. 


Magic Resistance. The quasit has advantage on saving 
throws against spells and other magical effects. 


ACTIONS 


Claws (Bite in Beast Form). Melee Weapon Attack: 
+4 to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) 
piercing damage, and target must succeed on a DC 10 
Constitution saving throw or take 5 (2d4) poison dam- 
age and become poisoned for 1 minute. The target can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 


Scare (1/Day). One creature of the quasit's choice 
within 20 feet of it must succeed on a DC Wisdom sav- 
ing throw or be frightened for 1 minute. The target can 
repeat the saving throw at the end of each of its turns, 
with disadvantage if the quasit is within the line of sight, 
ending the effect on itself on a success. 


Invisibility. The quasit magically turns invisible until it 
attacks or uses Scare, or until its concentration ends (as 
if concentrating on a spell). Any equipment the quasit 
wears or carries is invisible with it. 
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Quasit (9 HP): 


Initiative Tracker 
15 


ENCOUNTER 14 


GIANT SPIDER 
Large beast, unaligned 


Armor Class 14 (natural armor) 
Hit Points 24 (4d10 + 4) 
Speed 30 ft., climb 30 ft. 


STR DEX CON INT WIS CHA 
14 (+2) 16(+3) 12(+1) 2(-4) 11(+0) 4(-3) 


Skills Stealth +7 

Senses blindsight 10 ft., darkvision 60 ft., passive 
Perception 10 

Languages — 

Challenge 1 (200 XP) 


Spider Climb. The spider can climb difficult surfaces, 
including upside down on ceilings, without needing to 
make an ability check. 


Web Sense. While in contact with a web, the spider 
knows the exact location of any other creature in con- 
tact with the same web. 


Web Walker. The spider ignores movement restrictions 
caused by webbing. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
creature. Hit: 7 (1d8 + 3) piercing damage, and the 
target must make a DC 11 Constitution saving throw, 
taking 9 (2d8) poison damage on a failed save, or half as 
much damage on a successful one. If the poison damage 
reduces the target to 0 hit points, the target is stable but 
poisoned for 1 hour, even after regaining hit points, and 
is paralyzed while poisoned in this way. 


Web (Recharge 5-6). Ranged Weapon Attack: +5 to 
hit, range 30/60 ft., one creature. Hit: The target is re- 
strained by webbing. As an action, the restrained target 
can make a DC 12 Strength check, bursting the web- 
bing on a success. The webbing can also be attacked 
and destroyed (AC 10; hp 5; vulnerability to fire damage; 
immunity to bludgeoning, poison and psychic damage). 


Giant Spider (24 HP): 


Initiative Tracker 
15 
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APPENDIX C: MAPS 


OUTSIDE THE MANSION 


1 square = 10 feet 
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INSIDE THE MANSION (PLAYERS’ VERSION) 


1 square = 5 feet 
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